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OPERATION: RESGUE KLAUS 


INTRODUCTION 


Operation: Rescue Klaus is a 6th level adventure 
recommended for 4 players. Mister Klaus, the chief of a 
toymaking factory has been abducted, and his kidnapper 
has left behind a ransom note for his trusted Elves. The 
players must solve the puzzles tied to the mysterious 
“Book of Runes” in order to reach Mister Klaus in time 
to begin the Christmas festivities. 


BACKGROUND 


The South Arctic Nations Toy Association (SANTA) 
was founded in Frostown by Mister Klaus, who employs 
several Elves as his trusted helpers. The Elves are split 
into four job archetypes: Toymaker, Entertainer, 
Mender, and Informer. They work in preparation for the 
Christmas Festival, a celebration in which people from 
all over the realm gather to Frostown to be enthralled 
by all kinds of toys. As four elves are working into the 
night, Mister Klaus is kidnapped by the Tiefling Avarice, 
and a ransom note is found by the Informer. 


PLoT Hook 
O———SSESES>S>yx(x~_—_ 
‘Twas the night before Christmas, and spirits in the 
workshop were high, 
The elves were working tirelessly, as the festive day was 
nigh. 
A toymaker was working, late into the night, 
An entertainer, lonely, was itching for a fight. 
As a mender was done fixing a pair of shoes, 
An informer came back, with some dreary news: 
“Friends, Mister Klaus is missing, and it doesn’t get better, 
As whoever kidnapped him has left behind only a letter”. 
The other three hurry, reading the message by the fire, 
To quickly figure out the evil abductor’s desire. 


After reading the description above to your players, they 
should receive the ransom note image (Ransom 
Note.png) located in the Letters folder. 


PLAYER SETUP 


When playing this adventure with four players, each of 
them must choose a different job title (either Toymaker, 
Entertainer, Mender or Informer), then choose one of 
three possible pre-generated characters (for a total of 12 
possible characters). If playing with less or more than 
the intended number of players, you can alter the Plot 
Hook and Player Setup in order to best fit your players. 

The job title and character breakdown is done by 
Name, Race, Class, Subclass as follows: 


ENTERTAINER 

e Goltorah, an Eladrin Barbarian, Path of Wild Magic 
e Vadania, a Pallid Elf Monk of the Sun Soul 

e Mialee, a Drow Elf Fighter, Echo Knight 


INFORMER 


e Aelar, an Eladrin Bard of Eloquence 
e Jarsali, a Drow Elf Rogue, Inquisitive 
e Immeral, an Eladrin Sorcerer, Aberrant Mind 


MENDER 


¢ Quarion, an Eladrin Druid, Circle of Dreams 
e Paelias, a High Elf Paladin, Oath of Glory 
e Erdan, an Eladrin Warlock of The Celestial 


"TOYMAKER 


e Sariel, a Sea Elf Cleric of the Forge 
e Naivara, a High Elf Artificer, Artillerist 
e Fivin, a High Elf Wizard, School of Transmutation 


The Character Sheets can be found in the Character 
Sheets folder of the Adventure and the file names match 
the character names, job title and class. 


PUZZLES INFORMATION 


This adventure features a recurring type of word puzzle. 
The Book of Runes describes magical effects which 
correspond to sets of Runes. The magical effects are 
represented by an encrypted phrase written onto a 
surface. 

The first sets of puzzles are meant to visually show 
the runes side-by-side with the encrypted phrase, with 
the information on how to decipher them (see pages 1 
and 2 from the Book of Runes images in the 
corresponding folder). 

The puzzles rely on synonyms, sound-alikes and the 
concrete writing of the words, modifying them based on 
runes. All of the puzzles and their solutions will be 
explained further into the adventure. 

If you notice your players are struggling with these 
puzzles, nudge them towards using magic to bypass 
them, or try to give them hints. 

Most of the puzzles are meant to fit either 
contextually or form a coherent phrase. If the players 
find other words than those of the given solutions, you 
can reward them at your discretion. (E.g. A puzzle 
requires a synonym for the word “Alone” to be spoken, 
and your players find the word “Solitary”, while the 
guide only lists “Single”. The players can and should be 
rewarded for finding a correct solution.) 


DISCLAIMER 


In this adventure, the Monsters used are from various 
D&D 5e Books (i.e. Avarice from Icewind Dale: Rime of 
the Frostmaiden), as well as most of the Magical Items. 
The Maps used throughout the Adventure are included 
for visual aid and have been taken from the r/battlemaps 
and r/dndmaps subreddits. Every file name mentioned 
is bolded and can be found in the folders of the archive. 


ADVENTURE GUIDE 


In this section, the intended narrative of the Adventure 
will be explained, so that you, the DM, can guide the 
players from one point to the next, with notes of 
possible branching paths. 


1. HEADQUARTERS 


The adventure begins at the South Arctic Nations Toy 
Association headquarters (see Headquarters.jpg), 
where the characters have just read the ransom letter 
(see Ransom Letter.png). 

As per Avarice’s instructions, the players should band 
together to go to the workshop of Mister Klaus, at the 
edge of Frostown. You can describe the following: 
——E—E—E—E—E———E|EEE———EE—— * 

As the night has just begun, you likely need to hurry in order 

to find further clues, but luckily you know that at the edge of 

town, Mister Klaus has a personal workshop, which you've all 
visited only a handful of times. 


As the players talk amongst themselves, they should 
eventually decide to go towards the workshop. If they 
want to glean more information, you can describe how 
one of them (preferably the Toymaker or Informer) have 


seen Mister Klaus recently working on toys imbued with 
magic which makes them sentient. This can serve as a 
clue for the encounter they’re going to be faced with 
upon arriving at the workshop. If inquiring about the 
name of Avarice, they should have no information which 
pertains to the Tiefling, which should make the 
kidnapping more mysterious in nature. 

When the players decide it is time to go to the 
workshop, you can move on to the next section. 


2. WORKSHOP 

— — — — ——_——_~_—SS 
As you cross the quiet streets of Frostown, you hurry to the 
outskirts, where you know you'll find the workshop. You pass 
through the town square, already decorated pristinely for the 
festivities of tomorrow, which serves as a reminder of the 
urgency of this task. After a few more minutes and a brief 
walk into the snowy woods, you arrive at a dimly lit cabin. As 
you approach it, something feels amiss. The front door is 
slightly opened, and a note seems to have been affixed to it 
with a knife. Looking through the windows, you see the lit 
fireplace, but no movement inside. 


As you describe the above to your players, you can use 
the Workshop map (see Workshop.jpeg) to further 
illustrate the state of the cabin. If they decide to read or 
pick up the note, show them the Next Steps.png image, 
so that they are able to freely read it. 

If the players decide to futher inspect the 
surroundings of the house, they can also see that the 
back door is left open, and can identify trails of someone 
being dragged through the snow with a DC 12 Survival 
check. 


In the event that the players choose to move on without 
inspecting the inside of the workshop, you can proceed 
to Section 3, skipping information related to the Runes. 
Inside of the cabin, you can describe the following 
yy 
As you step inside, an eerie stillness fills the workshop, as 
the only movement your eyes can see is that of the fireplace. 
It seems to have been left burning, which is not a usual sight. 
Even more bizarre, are a few select toys. As you look to the 
right of the entrance, you see a small doll, perched ona 
table, as well as two Tin Soldiers and a beautiful stained 
glass piece, arranged to resemble a knight in armor. All of 
these toys, though inanimate, are positioned nearby two sets 
of stairs, as if to guard them against unexpected intruders. 


es 


If the players did not know previously that Mister Klaus 
was imbuing toys with magic which makes them 
sentient, you can choose to disclose that information 
now, to either one of your players. The toys use the 
Living Doll, Tin Soldier and Glasswork Golem stat 
blocks from “The Wild Beyond the Witchlight” book. 
Notably, all of these creatures are Constructs with the 
False Appearance Trait, which makes them appear 
motionless. Furthermore, the Living Doll and 
Glasswork Golem have the Regeneration Trait, which 
makes them unable to be defeated unless they take a 
certain type of damage in the turn before getting to O Hit 
Points. 

Allow the players to inspect the toys. You can give 
them the choice of using either Arcana or Investigation 
(DC 15) to observe the toys, which will give them insight 
about their False Appearance. I suggest that this check 
should override the one in the statblock, and that you 
also give the players the information that the Living Doll 
is susceptible to Fire and Psychic damage, and the 
Glasswork Golem to Bludgeoning and Thunder damage 
if the characters pass the Skill Check. 

Using Dispel Magic should also stop all of the toys 
from being animated, as they are just prototypes, and 
not strongly imbued with magic. 

As the players take their first step on the stairs, 
describe the toys as coming to life, announcing the 
Elves as “Intruders” and starting combat against them. 

If the players decide to all leave the workshop, the 
toys will deactivate and not chase them further. 


THE BOOK OF RUNES 


At the top of the staircase, the Book of Runes lies open 
on a locked cabinet (see Cabinet.jpg). The book is 
mostly blank, with only two pages inscribed, which can 
be shown to the players (Book of Runes - Page 1.png 
and Book of Runes - Page 2.png in the Appendix). Near 
the book, there are also some rings (see Ring of 
Runesight.png), enough for every character to wear one. 
Upon wearing them, magical writing becomes visible, as 
they can see that the cabinet has some strange symbols 
and words written on it (see Cabinet Runes.png). 


ee 
FirsT RUNE PUZZLE 
This first puzzle is meant to be a simple introduction to the 
runes, with the words reading Eye Will Devour. The runes 
indicate that everything should be the same, but the colors 
are meant to show how the words should transform to 
remain the same. The first rune is Blue, which means that the 
first word should sound like the word Eye. The second rune is 
Black which means the word should be written the same as 
the word Will. The third and last rune is Red which means the 
third word should have the same meaning as the word 
Devour. Therefore, applying the colors, the words Eye Will 
Devour should become the phrase | Will Eat, in order for the 
runes to disappear and for the cabinet to be unlocked. 


ees 


If the players manage to unlock the cabinet, either 
through speaking the phrase out loud or using other 
methods, they will find 6 gingerbread cookies (see 
Cookies of Resting.png) with the following note inside 
the cabinet: 
EEL E——EEEE * 
These are my Cookies of Resting. If you eat one, you may feel 
as if you’ve just had a full night’s rest. Be careful, though, as 
you need to wait for a whole year for this effect to be gained 
by eating another cookie. 


ees 


The item description for the Cookies of Resting is: 

As an action, you can eat a cookie. The cookie gives 
you all of the benefits of a long rest. After eating a 
Cookie of Resting, you may not gain its benefits again 
until a year has passed. 

Your players can use a cookie instead of a long rest. 
This can be done if the encounters faced later on are too 
difficult, and since Mister Klaus needs to be found 
quickly, this item serves as a way for your players to 
easily regain their resources before the final encounter 
with Avarice. 


FURTHER PROGRESSION 


As the players go through the story, more pages from 
the Book of Runes will be revealed. The next page is 
meant to be shown after the players have solved all 
three colors for the opposite rune. 

Further inspection of the workshop will not reveal 
any more rune puzzles, but continuing onward through 
the back door will, as the players are ready to move on 
to the next section. 


3. FOREST PATH 


This is the path behind the workshop and can be shown 
to the players as the WinterPath.jpg image in the 
Appendix. On this forest road, a strange snow creature, 
using the Snow Golem stat block (from the Icewind 
Dale: Rime of the Frostmaiden book), roams the snowy 
path, patrolling it. If the players approach it and are 
wearing Rings of Runesight they can see runes and 
words inscribed onto the Snow Golem. You can show 
the players the SnowGolemPath.png image, which 


reads the words Left Oar Ton. If the creature is 
approached, combat is started. 


COMBAT WITH RUNES 


In a combat with a creature with magical runes, the players 
are allowed to freely do the following on their turn: either try 
to solve the entire phrase, or talk to the other characters in 
order to discuss one of the words and its potential solution. 
This makes it so that turns in combat are not lengthened 
significantly, and giving the party a chance to work together 
for a solution, while still in turn order. 


Give the players a chance to solve the puzzle while 
outside of combat. If they keep a reasonable distance 
and do not attack the creature, they may attempt to 
solve the runes. 

Solving the runes turns the Snow Golem into a pile of 
snow, effectively defeating the creature and allowing 
safe passage onward to the players. 
CEE 

The solution to the puzzle is as follows: The first rune 
indicates an opposite meaning (antonym), which turns the 
word Left into the word Right. The second rune indicates a 
sound-alike to the word Oar, which would be the word Or. 
Finally, the third rune indicates the opposite writing of the 
word Ton, which is the word Not. Thus, the phrase Left Oar 
Ton becomes Right Or Not. Upon this phrase being spoken, 
you can describe as the snow creature falls apart, turning 
into a pile of snow, and the book starts faintly glowing, 
reassuring the characters that they are close to revealing 
more of the secrets. 


ee al 


When the players pass through the Forest Path, they 
arrive at the next section. 


4, CROSSROADS 


Your players arrive at a crossroads, and can be shown 
the Crossroads.jpg map. There, they can see, just as the 
note described, a path to the left, which is a path to the 
castle of Avarice, and a path forwards, where they can 
make out a bridge in the distance. 

Based on the choice of your players, they can either 
go directly left, ignoring the note’s instructions, or 
continue onwards to the ancient dwarven tomb. The 
intended path is for them to go towards the tomb, but 
the path on the left also contains a few encounters and 
is gated by more complex rune effects. 

Proceed to the appropriate section based on where 
your players decide to go. 


5. DWARVEN TOMB 

a ~ 
As you cross the icy bridge, you are greeted by two giant 
metallic doors, embedded into the mountain. The 
adventurous amongst you may have passed by this place 
once or twice, but only now, wearing the Rings of Runesight, 
you see what was once hidden. On each of the doors, there is 
a set of runes. Solving them may grant you entrance into the 
dwarven tomb. Who knows what secrets lay inside? 


ess ol 


While describing the scenery to your players, you may 
also show them the Frozen Tomb.jpg map from the 
Appendix. If possible, without showing the inside of the 
dungeon. As you describe the large metal doors 
blocking the way, you can show your players the Large 
Metal Doors.png image if they are wearing the Ring of 
Runesight. 

In the image, two sets of runes and words can be 
seen, one for each door. If they are both solved, the 
doors swing open, allowing for passage inside the tomb. 
Otherwise, the doors will not budge, as they seem to be 
stuck together. If any character pulls out a metal 
weapon, they feel a slight pull towards the doors. 
Oe 

The first set of runes reads These Witch Red. The first rune 
indicates an opposite meaning to These, which is the word 
Those. The second rune is a sound-alike of the word Witch, 
which is the word Which. The third rune is an opposide 
sound-alike of Red, which is the word Dare. 

The second set of runes reads Close Hour Road. The runes 
are the same as in the previous puzzle, thus the solution for 
Close is Open, Hour becomes Our and Road becomes Door. 

The puzzle is solved when the phrases Those Which Dare 
and Open Our Door are spoken, in any order your players 
wish to do so. 

Afterwards, the doors swing open, the Book of Runes starts 
glowing, and the third page is revealed. 

es 


If your players have solved both the Snow Golem and 
the Metal Doors, you can show them the third page (see 
Book of Runes - Page 3.png in the Appendix). 
Otherwise, you can give them the chance to turn back, 
and they may find the Snow Golem has reanimated, 
with the same words written on it. Or, they might take a 
left at the Crossroads, where an encounter with three 
Snow Golems will take place. 

As the players unlock the next rune, which represents 
expansion, the puzzles also increase in complexity. Your 
players are given a list of magical effects and the runes 
to decode them, but further puzzles will only contain the 
words. Your players will need to deduce the magical 
effects based on context, and apply the correct runes to 
solve the puzzles. 

The dwarven tomb has multiple sections, with various 
optional challenges for each type of player, rewarding 
them with various magical items. The inside of the tomb 
will be further sectioned in order to better explain the 
puzzles and challenges the players can face. Use the 
Frozen Tomb - Adnotated.jpg image to better 
understand where the puzzles described are taking 
place. 


5A. ENTRANCE 


The first chamber of the tomb is small, and further 
progression is blocked by three porcullises, one to the 
left, one to the right, and one in the front. All three of 
them have words inscribed on them, and the players 
need to deduce which magical effect is inscribed on 
them, in order to correctly solve the puzzle. Show your 


players the Portcullis Left.png, Portcullis Right.png and 
Portcullis Front.png images. A portcullis is a metal 
door, which slides from above. If the players try lifting 
them up, it will seem impossible even for the 
Entertainer, as they are incredibly heavy. 
ty 
In order to solve the puzzle, the players have to determine 
the correct effect from the third page, which is the Increased 
Gravity effect. The first rune indicates an opposite sound- 
alike, the second rune indicates an expansion of the written 
word, and the third rune indicates an expansion of the 
meaning of the word. 

As such, the Left Portcullis inscribed with the words Mead 
Nigh Cloud is solved by turning Mead into Dim, Nigh 
becomes Night after adding one letter to the word, and Cloud 
becomes Sky, as the sky contains clouds. The final phrase 
should be Dim Night Sky. 

The Right Portcullis is inscribed with the words Leaf Sum 
Drop. Leaf becomes Feel, Sum turns into Summer and Drop 
turns into Rain, as Drop would refer to a raindrop, therefore 
drop is contained within rain. The final phrase should be Feel 
Summer Rain. 

The Front Portcullis is inscribed with the words Rut Lack 
Iris, Rut should turn into Tar, Lack into Black and Iris into Eye, 
as the iris is contained within the eye. The final phrase 
should be Tar Black Eye 

After solving either of the portcullises, they swiftly rise 
upwards, allowing for the characters to pass. 


es 


If the characters solve even one portcullis, they are one 
blue rune away from unlocking the next page. You can 
remind them of this by the Book of Runes faintly 
glowing as they solve one of the puzzles. 

Based on the paths opened, the players can proceed 
to other sections of the tomb. 


5B. LEFT CHAMBER 


Beyond the Left Portcullis marked Left P1 on the 
adnotated map, the characters come across an odd 
chamber, with open graves and a small stairway 
towards yet another open grave. Inside that grave, the 
characters will find an item, depending on the class of 
the Mender player. If the Mender is a Druid, show them 
the Staff of the Woodlands.png image. If they are a 
Paladin, show them the Devotee’s Censer.png image. If 
they are a Warlock, show them the Staff of 
Withering.png image. After you have shown them what 
is inside, if they decide to touch the item, describe the 
following: 
—————E—E EE ——E— ea 


As you touch the item inside the grave, a booming dwarven 
voice echoes through the chamber: “To prove you’re worthy of 
the treasure, undo its magic, and make the item whole once 
more. Unless you do that, it cannot leave its resting place.” 


es ol 


This challenge is meant as a skill test for the Mender 
player, but the magic inscribed on the item uses an 
effect which is described in the Book of Runes on page 
4, which is Plantlife Control. 


 —— 
If the players have the page revealed, the solution to the 
inscription of [Just Read] My Reminder is Readjust Your Mind. 


Upon speaking the solution phrase, the wooden part of 
the magical item breaks apart. For the second half of 
the challenge, the Mender needs to use their abilities in 
order to repair the item, gaining the corresponding 
magical item: Staff of the Woodlands for the Druid, 
Devotee’s Censer for the Paladin, and Staff of Withering 
for the Warlock. They may spend a Short Rest to attune 
to the item, but as a DM, you should emphasize the 
need to be efficient, suggesting that perhaps there might 
be more items to be found, and waiting to attune until 
everyone has had the chance to get an item would be a 
good idea. 

Continuing onwards, there will be another chamber 
containing three stone sarcophagi, each of them with an 
inscription on top of the stone lids. In that chamber, 
there is also a stone archway which prevents passage by 
means of an invisible barrier, marked Archway 1 on the 
adnotated map. You can also show the players the 
Stone Arch 1.png image upon describing the effects of 
the archway. 

The Sarcophagi can be shown as the Stone 
Sarcophagus1.png, Stone Sarcophagus2.png and 
Stone Sarcophagus3.png images. If the stone lids are 
opened without dispelling or solving the magical effect, 
a Snow Maiden emerges, ready for a fight. 
| EEE 

In this chamber, every stone sarcophagus is inscribed with 
the Reanimate Dead magical effect described on page 3 in 
the Book of Runes. If the players correctly identify this, they 
can use the runes to solve the sarcophagi as follows: 


1. Alone Wolf Flow becomes Single Pack Wolf 
2. Arachnid String Snips becomes Spider Web Spins 
3. Able | Peels becomes Can We Sleep 


These puzzles can be completely ignored, as nothing will 
happen unless the stone lids are opened. They serve as good 
practice for the players, but you can also trigger the 
sarcophagi to open when the players leave the room without 
solving the puzzles. The decision is up to you. 

For the stone archway puzzle, it reads And War Soles. 
Based on the Invisible Barrier magical effect, the first rune 
represents an expansion of the sound of the word And, which 
is the word Endless. The second rune expands the word War 
into the word Warrior, and the third rune is a sound-alike of 
the word Soles, which is the word Souls. Thus, the phrase 
becomes Endless Warrior Souls (You can allow other solutions 
as well, this is simply my intended one.) 


ee 


As the archway is solved and the invisible barrier 
dissipates, if this is the first archway solved by your 
players, and they have solved the portcullis as well, the 
book glows, reavealing page 4 and the Book of Runes - 
Page 4.png image can be shown to your players. This 
page can be used to solve the previously mentioned 


challenge for the Mender, as well as challenges 
described further on in the tomb. 

If the players solve a sarcophagus and open it to view 
its contents, you can reward them with gold, or healing 
potions, or anything you might deem fit for your players. 
If they are driven by solving puzzles, perhaps the spirits 
rising from their resting place and thanking them for 
freedom can be enough of a reward. 


5C. RIGHT CHAMBER 


Beyond the Right Portcullis marked Right P1 on the 
adnotated map, the characters get into a chamber, with 
two sets of stairs leading to two closed sarcophagi. 

If they approach them to read the words inscribed, 
describe the following: 

, ee 
As you walk up to the sarcophagi across the room, a dwarven 
voice is heard throughout the room: “Prove your worth, 
challenger, and do as | say: take the lids off of the coffins, then 
put them back on. But beware, and make sure, that whatever is 
inside stays there, and you shall be handsomely rewarded.“ 


You can show your players the Stone Sarcophagus - 
E1.png and Stone Sarcophagus - E2.png images as they 
inspect the graves. If they attempt to lift the lids, as the 
voice said, they find them unusually heavy, unable to 
budge them even for a bit. This indicates that the 
inscription is not a Reanimate Dead magical effect, but 
instead an Increased Gravity one. 
ee 


The solutions for the sarcophagi are as follows: 


1. Enough Man Chapter becomes Funny Human Book(or 
Funny Human Story) 
2. Wash Our Eye becomes Show Your Face 


As the first of the puzzles is solved, the stone lid 
becomes as light as a feather, and a Coldlight Walker 
emerges from the grave, ready for a fight. After the 
creature is defeated, the lid can be safely put back on, 
but the players must make sure that the defeated 
monster remains inside while doing so. 

After the second sarcophagus is solved, the players 
can look inside and see the Butcher’s Bib magical item. 

If the players attempt to take the item before placing 
both lids back on, the item simply teleports back into 
the sarcophagus as soon as it is taken out. 

The lid can be placed on the first sarcophagus while 
the Coldlight Walker is not defeated, at DM discretion. 
You can use either a Skill Challenge or the players can 
come up with a creative solution of keeping the creature 
inside while forcing the lid closed. 

If they successfully place the lids back on without the 
Coldlight Walker emerging, the Butcher’s Bib magically 
appears on a hanger, between the two sarcophagi. For 
this adventure, the Butcher’s Bib should ignore the 
Slashing damage requirement, instead allowing the 


character to score a Critical Hit on both a 19 and a 20, 
regardless of their damage type, when wearing the item. 
This item is meant to be used by the Entertainer, as 

they are the main source of melee damage of the party. 
Continuing to the next room, they find a chamber 
similar to the one described in the previous section, 
with two sarcophagi (showing Stone Sarcophagus4.png 
and Stone Sarcophagus5.png to the players) and a 
stone archway which prevents passage by means of an 
invisible barrier (Showing Stone Arch 2.png to the 
players). Solving the sarcophagi and the archway will 
have similar outcomes as outlined in the previous 
section, with the solutions being as follows: 
OO —— 
Stone Sarcophagi: 


1. Needless Skeleton Raw becomes Useless Human War 
2. Nocturnal Tree Peels becomes Nightly Forest Sleep 


Stone archway: 
Inn Dark Stair becomes Into Darkness Stare 


es 


If either of the stone archways or the Front Portcullis 
are solved, the players can proceed to the next section. 


5D. MAIN HALLWAY 


This section of the map can be accessed through either 
the Front Portcullis or the two Stone Archways leading 
to and from the chambers described in previous 
sections. If the archways have not been dispelled, the 
players can see the words inscribed on them from the 
main hallway as well. 

If they move forwards after passing the portcullis, and 
the first two archways, they come across another set of 
archways, marked Archway 3 and Archway 4 on the 
adnotated map. Even further on, there are another two 
portcullises, marked Left P2 and Right P2, as well asa 
set of giant metal doors, marked Metal Doors 1. 

Show your players the Stone Arch 3.png, Stone Arch 
4.png, Portcullis Left2.png, Portcullis Right2.png and 
Large Metal Doors M1.png images. If they solve either 
Archway 3 or Left P2, they can now access the Upper 
Left Chamber. If they solve either Archway 4 or Right 
P2, they can access the Upper Right Chamber. Finally, 
if they solve Metal Doors 1, they can access the 
Antechamber. They will also receive the Book of Runes 
- Page 4.png if they solve the Metal Doors 1 puzzle 
without having previously solved any Archway puzzle. 

The solutions for the five puzzles in this hallway are 
as follows: 

—_——_ ee 

e Archway 3: Dad Cry Hear becomes Undead Crypt Here 

« Archway 4: My Venture Rays becomes Mighty Adventurers 
Raise 

« Left P2: Kiss Harp Blade becomes Seek Sharp Sword; You 
can also allow Sick Sharp Blade 

« Right P2: Door Or Me becomes Road For Us 

« Metal Doors 1: Faithful Will Leave becomes Sinner Will 
Believe 


ees 


5E. UPPER LEFT CHAMBER 


In this section of the map, there are two more 
Sarcophagi to be solved. You can show your players the 
Stone Sarcophagus6.png and Stone Sarcophagus7.png 
images. Their solutions are: 
SS... Ss — 


1. Cryptic Grave Drawer becomes Mysterious Crypt Reward 
2. Obscured Brick Part becomes Hidden Wall Trap 


ess 


In the other room, the players can observe four dwarven 
statues, as well as an orb made of blue energy, levitating 
in the middle of the room and the statues. Show your 
players the Blue energy orb.png image and describe the 
following: 
ne 

As you enter the room, you notice four dwarven statues, 

positioned around a strange blue sphere. Observing the 

sphere, you see it has some writing on it, but as you do, you 

hear four dwarven voices, as if emanating from the statues 

themselves. 

“Mighty challenger, we are five dwarven brothers. The four of 

us, and yet another, alone by the waterfall. We use the blue orb 

in the middle of our rooms in order to communicate. To prove 

your worth, break the link, then we shall tell you what we want 

to know.“ 


ees: oll 


This challenge is meant as a test for the Informer. The 

dwarves’ words are meant to give a hint to your players 

that the magical effect they’re trying to undo is the 

Energy Link effect described on page 4 of the Book of 

Runes. The solution for the orb is as follows: 

i eh 
None Have Pastor becomes Many Have Passed. Applying the 
opposite meaning rune to None, it becomes One. Expanding 
the One turns it into Many. If your players arrive at a better or 
similar justification, you can also allow that. 


es 


As the orb fades away, so does the identical one in the 
waterfall room. Then, the dwarves would speak the 
following, based on the class of your Informer player: 
, ee 
¢ Bard: “Our friend has been lonely and afraid. If you help him 
not be afraid, he shall give you your reward. “ 

- Rogue: “We’ve grown tired of our friend’s many embellished 
stories over the years, and want to teach him to behave. If you 
would, go over there and ask him his name. Call him out on 
his lies, until he gives you his real one. He shall see the error of 
his ways and reward you for it.“ 

¢ Sorcerer: “Our friend is hard of hearing, especially because of 
that waterfall he’s staying near. If you could, try to speak with 
someone in this room while you’re there. He’ll feel the energy 
and use it to hear us, then you shall get your reward.“ 


es 


In order to complete the challenge, the Informer needs 
to go to the waterfall room in the Upper Right Chamber. 


5F. UPPER RIGHT CHAMBER 


As previously described, there is a room with a waterfall 
and a dwarf statue nearby it in this section. If the 
players happen upon it while having not solved the Blue 
Energy Orb puzzle, they shall also see a blue energy orb 
in this room, but without any writing on it. You can 
show your players the Blue energy orb textless.png 
image, and they might infer that this is the receiver of an 
Energy Link magical effect. 

If your players arrive in this room as part of the 
Informer’s challenge, they will have to perform a task, 
depending on their class. 

The Bard should try to use their Countercharm 
feature in order to protect the dwarf from being 
Frightened, but you can reward any of their efforts. The 
statue should not speak to the Bard, however. When you 
consider that the Bard has completed their task, 
describe the following: 
aS * 

You feel you made a good effort to keep the dwarven statue 
company and stop it from being afraid. Your confirmation of 
your good deeds comes quite soon, as a stone slab at the 
bottom of the statue opens, revealing a small, ornate drum. 
You feel magic emanating from this drum. 


ee 


Your Bard player should recieve the +2 Rhythm-Maker’s 
Drum magical item. 

The Rogue player, upon arriving in this room for their 
challenge, can ask the dwarf statue for its name. The 
statue will lie and say “My name is Kildrak“. 

At this point, the Rogue player should try to use their 
Ear for Deceit feature to figure out if the dwarf statue is 
lying, which it can do for a DC 14 Insight check, which 
they should automatically succeed based on this feature. 

After being called out, the dwarf statue might give out 
another false name, such as Thorin, Erias, or Baern, at 
DM discretion, but at some point it should give its real 
name of Rurik. 

When the Rogue identifies this as the correct name, 
you can describe the following: 

_ ee 
The dwarf thanks you, as it now sees the error of its ways, 
and vows to stop lying to its friends. You sense that these 
words are true, and are promptly rewarded, as a stone slab at 
the bottom of the statue opens, revealing a beautiful curved 
dagger, adorned with an emerald gem. You sense that this 
dagger might also be magical in nature. 


ee ee 


The Rogue should receive the Dager of Venom magical 
item. 

The Sorcerer, upon arriving in this room, should try 
to send and recieve a message to and from the room 
with the four dwarven statues. They should do so by 
establishing a telepathic link using their Telepathic 
Speech feature. 

After completing this task, you can describe the 
following: 


ee 
After you’ve recieved the message telepathically, you feel 
something trying to connect telepathically as well. Helping the 
dwarves establish this link, you see your reward as a stone 
slab at the bottom of the lone statue opens: a mesmerizing 
crystal, blue, purple, and black colors dancing on its surface, 
seems to be drawing you in. It seems magical, and quite 
powerful. 


The Sorcerer player should recieve the Far Realm 
Shard magical item. 

Finally, this section contains the last two of the 
sarcophagi, and you can show your players the Stone 
Sarcophagus8.png and Stone Sarcophagus9.png 
images. The solution for them is: 
ye ee 

1. Broad Feather Ten becomes Wide Bird Net 
2. Dark Vegetable Stop becomes Black Garden Pots, with Salad 
being allowed instead of Garden as well. 
ens 
5G. ANTECHAMBER 


This is the second to last room of the tomb, and it 
contains another set of large metallic doors, adnotated 
as Metal Doors 2. It also has a blue horse-shaped flame 
in the center of the room, with writing on it, which you 
can show to your players as the Blue Fire Horse.png 
image. Then, you can describe the following: 
0 —_— 
As you arrive in this room, you see the magical flame, 
shaped like a horse, as it draws you in. You see the writing on 
it, and you hear, almost in a whispering tone, two dwarven 
voices from the left and the right of the flame speak: “You 
who dares enter, we must say we’ve grown tired of this same old 
flame. Please extinguish it, and replace it with something to 
provide us with more joy. Anything but a horse, and we shall 
reward you well. 


es 


This challenge is meant for the Toymaker, and can be 
solved by undoing the Fire Control magical effect on the 
horse. If the players try to extinguish it with water, they 
find that the flame is magical in nature. The solution for 
the puzzle is: 

—————————— ee 
Sigil The [Keep Tower] becomes Siege The Castle, as Keep and 
Tower are both parts of a Castle. 

ens 


After extinguishing the flame, the Toymaker should 
come up with something to leave in its place. Perhaps a 
flame of a different shape and color, or an interesting 
creation or toy that they can whip up, leave it up to their 
imagination and reward their efforts by describing the 
following: 

a eeeEeEeEeEEeEEE—EEEE—EEL— == \ 
As your creation takes shape and replaces the previous one, 
you hear a satisfied humming, as a pedestal appears in front 
of you, with a magical item presenting itself. 


ees 


If the Toymaker is an Artificer, you can describe an 
intricate screwdriver on the pedestal, which is a +2 All- 
Purpose Tool. 

If the Toymaker is a Cleric, on top of the pedestal 
should be a +2 Amulet of the Devout. 

If the Toymaker is a Wizard, they should find a +2 
Arcane Grimoire on top of the pedestal. 

At this point, all of the others should have received a 
magical item as well, for completing their respective 
challenges. If that is the case, you can nudge them 
towards taking a short rest to attune to the items, then 
hand them the item descriptions, if necessary. 

Lastly, the large metal doors which block further 
access into the tomb can be shown to the players as the 
Large Metal Doors M2.png image and solved as such: 
Ee 


Cowardice Never Rise becomes Bravery Never Cries 


As the doors swing open, the players can enter the last 
section of the tomb. 


5H. FINAL CHAMBER 


In this section, the players enter a large room, in the 
middle of which lays a giant dark coffin, which has three 
phrases written on top of its lid. You can show your 
players the Dark Coffin.png image. The phrases on top 
of the lid might clue in your players that an Jnflict Pain 
magical effect has been ascribed onto its surface. If, 
however, they decide to touch it, the surface deals 1d8 
Necrotic damage for each phrase still on the coffin, up 
to a maximum of 3d8 Necrotic damage. After taking the 
damage, their hand recoils from the pain. 

If the players have solved all types of runes except the 
red one on the Inflict Pain magical effect, then solving 
just one of the phrases should unlock the next and final 
page, and can be shown as the Book of Runes - Page 
5.png image. The solutions for the three phrases are: 
EE ee 

1. Grave Store Four becomes Corpse Rots Forever 

2. Pride Shed Fess becomes Lion Dash Fast, using Pride as a 
group of Lions 

3. You Rope What becomes You Pour Water, using the plural 
You to become singular You 


es ol 


When the players successfully lift the lid off the coffin, 

they can look inside and see the following: 

a 
As you peer inside the massive coffin, you see an ancient 
hammer, embedded with gems and adorned with various 
runes, laying atop a pile of what looks a be a giant’s bones. 
The chamber rumbles, as the remnants arrange themselves 
to grasp the ancient hammer, which grows to fit the skeletal 
hand. The rest of the bones assemble themselves quickly, 
rising from the coffin in a giant’s form, as a deep voice 
echoes throughout the halls: 

“You desire the Hammer of Runic Focus, then defeat the 

guardian. However, escape from the tomb shall not be easy.“ 


es 


Your players have awoken a Frost Giant Skeleton, 
which they must now defeat in order to retrieve the 
Hammer of Runic Focus. 

Using the stat block for the Frost Giant Skeleton, 
swap out the type of damage from Slashing to 
Bludgeoning, as this particular enemy holds a giant 
hammer instead of a Greataxe. 


51. ESCAPE 


After defeating the enemy, the hammer drops to the 
ground, ready to be picked up and attuned to. However, 
in that same moment, the tomb shakes one final time, 
as a giant wall of ice is formed, locking the players 
inside the chamber. They have been told escape will not 
be easy, so they must finally use the last page of insight 
from the Book of Runes in order to make their escape. 
Show your players the IceWalll.png image, and they 
might deduce that a Water Control magical effect has 
been used and needs to be undone as follows: 
hy 
Leary dark explode - The word Leary is written in blue and 
corresponds to a scrambling rune. Scrambling the sounds of 
the word should result in the word Really. Dark is written in 
red and corresponds to a grouping of applying opposites 
twice; thus, the first opposite of dark is light, but the opposite 
of light is heavy. Thus, the word Dark becomes Heavy. Finally, 
the word Explode becomes Load after applying the 
diminishing rune on the sound of the word. 
As such, the final solution should be Really heavy load. 


es tl 


When the players get through the ice wall and walk 
down the corridor, they find themselves stumped by yet 
another challenge. A stone wall has arised in order to 
obstruct further progress, but once again, with words 
written on it, as can be shown in the Stone Wall T1.png 
image. After your players see it, they should deduce that 
a Stone Control magical effect is in use, and try to solve 
it as follows: 

a 
Shocked || snide] tomb - The word Shocked needs to be 
diminished, then expanded, using the writing of the word. 
While these transformations can be subjective, the intent of 
the solution is for the word to become Locked. For the 
grouping of |I snide/, the letters should scramble and form 
the singular word of Inside. Finally, for the word Tomb, the 
players may use any synonym, such as Crypt or Grave. 

Thus, the final solution should be Locked inside crypt. 

es ol 


As the stone wall crumbles down, the players may 
wander the halls, heading once more towards the exit. 
However, at the next choke point, they find themselves 
locked in again, by a wall of ice. Show them the 
IceWall2.png image, and they might solve it as follows: 


i 
Keeps left empathy - A sound-scramble of the word Keeps 
should become Picks, but your players might also reason that 
Peaks is a good answer. Given the context of the solution, it 
won’t make sense, but you can allow it. Applying the first 
opposite to left, it becomes right, and applying the second 
opposite to right, it becomes the word wrong. Finally, 
diminishing the word empathy as written, should turn it into 
the word path. 

The solution should be Picks wrong path. 


es ol 


Rushing towards the exit, a final stone wall separates 
the party from escaping the tomb. Show them the Stone 
Wall T2.png image and let them find the following 
solution: 


SSS... * 


Believe crudes holes - For the word Believe, a diminish and 
expand can result in many words, such as Become or even 
Leave. If your players find one which fits the context of the 
rest of the puzzle, it should be correct. The second word 
should be an anagram of crudes, which is cursed. The last 
word, holes, has a sound-alike in the word halls. 

Finally, the answer should be Become cursed halls, Leave 
cursed halls, or anything that makes sense given the 
transformation of the word Believe. 


es ll 


As the final barrier becomes nothing more than rocks 
and dust, moonlight can be seen once more, and the 
party can return to the crossroads, ready to go towards 
Avarice’s palace. 


left of the Crossroads. When doing so, you can describe 
to them a platform made from stone, with stairs leading 
up to it, its purpose long forgotten, covered in a thick 
layer of snow. As you describe the scene, show them the 
TowardsThePalace.jpg image. 

The stone platform is just an obstruction, as the party 
can see a glowing portal far in the distance. However, as 
they move to pass by, three Snow Golems rise on the 
platform, ready to throw painful snowballs at the party, 
in order to halt their progress. 

As combat starts, show your players the 
SnowGolem1.png, SnowGolem2.png and 
SnowGolem3.png images. The creatures should try to 
use their Snowball attack from afar, and your party can 
either defeat them in combat, or by solving their runes 
like such: 
ee 


1. You yam desserts becomes | am stressed 
2. Common read reed becomes Rare red deer 
3. Moon ease live becomes Sun is evil 


eee 


After passing this challenge, they may arrive at the next 
section. 


7. PORTAL 


You see the portal from afar, as a snowstorm intensifies. You 
walk for a bit, and slowly, yet surely, you can make out a 
shape in the distance. A large, hulking figure, patrolling 
nearby the portal, glowing a crystal blue whenever hit by the 
moonlight. Whatever that thing is, it is sure to put up a fight 
to try and stop you from entering the portal. Even so, as you 
get closer, you notice that something appears to be written 
on the creature, and perhaps even on the portal. 


es 


Show your players the Portal.png image after you 
describe the scene above. A Rime Hulk is patrolling the 
area of the portal. If your players get close, the Rime 
Hulk spots them and tries to attack, but your players 
can also see the words written on it. Show your players 
the RimeHulk.png image, as combat starts. 

The Rime Hulk can be defeated either in combat, or 
by solving its phrase by using the runes of Water 
Control, which can be done as follows: 
Ne EEE 


Cream Both Loaf - Since the word Cream is red and needs to 
be scrambled, your players should deduce that a scrambling 
of the concept of cream is Butter. This might become more 
apparent when solving the other words. A double-negative of 
Both first turns it into Neither, then Each/Every/Either. Finally, 
diminishing the concept of a Loaf, your players should end 
up with the word Slice. 

One of the possible solutions should then be Butter Every 
Slice, with the second word being able to be changed based 
on your players’ solution. 


ee ail 


If the Rime Hulk is defeated, it becomes a puddle of 
water, but your players might also notice the portal 
while fighting the creature. 

On the portal from the Portal.png image, a few words 
are written, and when trying to step through it, nothing 
seems to happen, as if the portal is merely an illusion. 
Given the knowledge from the Book of Runes, the party 
might deduce that a Magical nullification effect is in 
place, and they need to solve the runes in order for the 
portal to be usable. Whether they are still in combat 
with the creature or not, they can solve the portal in the 
following way: 

, ees: 
[Rise Sun| Revealed Goodbye Timey Acorn - The first group of 
words /Rise Sun] needs to be expanded based on sound, 
which results in the word Horizon. The opposite of the word 
Revealed is Hidden. Diminishing the word Goodbye as written 
should become the word By. Scrambling the sounds from the 
word Timey, the solution should be Mighty. Finally, applying 
the future rune on the word Acorn should make it become 
the word Tree. If your players decide to pick a specific kind of 
tree, such as an Oak, that solution should also be rewarded. 

The solution to the puzzle should then be Horizon Hidden 
By Mighty Tree. 


ess 


10 


After solving this puzzle, the words on the portal fade 
away, as it shimmers with renewed energy. If the 
players decide to step through the portal now, they will 
arrive at the final section of the adventure. 


8. IcE THRONE 
———SS————— asa 
Stepping through the blue portal, your bodies are 
transported through space. Your vision blurs as it tries to 
adjust, and blue flames flicker into view. As your view 
becomes clear, you find yourselves in a castle, surrounded by 
solid walls. The air is cold and damp, and the silence of the 
environment gives you a sense of dread. 
Up ahead, a corridor lit by a solitary blue flame reveals a 
throne made of ice at the end of it. 
You’ve made it to Avarice’s Palace. There’s only one thing 
left to do, which is save Mr. Klaus. 


ens ol 


Describing the scene, you can show your players the Ice 
Throne.jpg image for reference, but trying to obscure 
the things which are hidden by the walls, especially the 
blue energy circles, as they are important for future 
puzzles. 

If your players go forward through the corridor, as 
soon as they reach or pass the blue energy triangle, they 
are transported back to the entrance. Behind the 
entrance, there are stairs which lead back to the portal 
connected to the one they had just used to enter the 
palace. 

Investigating the entrance, your players can make 
either a Perception or Investigation check (DC 10) to 
find words written on two places on the walls. Given 
enough time, they might spot the words as well. Show 
them the Stone Wall 1.png and Stone Wall 2.png 
images when they successfully learn this information. 

To solve them, they should use the Stone control 
magical effect runes like such: 
EEE 

1. Shore fine edge should become Sharp knife edge 
2. Carves came mallets should become Dwarves make 
hammers 


es 


As the stone walls disappear, they reveal two chambers, 
containing two blue energy orbs atop what seem to be 
teleportation circles. These are the sources of the 
mysterious teleportation which happens when the party 
tries to pass through the corridor. Show your players 
the Blue energy orb 2.png and Blue energy orb 3.png 
images, one for each room they come across. Only after 
solving the two energy orbs using the Energy Link 
magical effect, may the players pass through the 
corridor. The solutions are: 
ee 
1. Toe |me the] huskies becomes Hand me the keys (Toe 


becomes Finger, then expands to Hand) 
2. Trash Jof the] wildebeest becomes Hoard of the beast (Trash 
becomes Treasure, then expands to Hoard) 


Dene 


Walking through the corridor towards the ice throne, 
the players notice two stone statues of wolves in two 
alcoves of the corridor. But, they also notice a tied up 
and gagged Mr. Klaus, sitting atop the ice throne. When 
they make it to the end of the corridor, you can start 
describing the following: 

——————— ee 
You approach Mr. Klaus and the throne of ice, readying 
yourselves for a confrontation. A white Tiefling steps out 
from behind the throne, with a staff in hand, and finally 
introduces herself to all of you: “It’s nice to finally meet all of 
you. | am Avarice. Thank you for all of your hard work. Now, as 
promised, | shall release dear Mister Klaus from his binds, as 
soon as you hand over the artifact.“ 

You can hear Mr. Klaus trying to say something, but his 
words are muffled. He seems to be protesting the Tiefling’s 
words, but you cannot make out more than that. 

So, what will you do? 


es es 


During this encounter, allow your players to roleplay 
with the Tiefling. She is on high alert, as the players 
might try to fight her for kidnapping Mr. Klaus. Her 
purpose is to obtain the Hammer of Runic Focus, and 
leave with both it and the Staff of Runes (which is just a 
Staff of Frost that can ascribe runes). 

The players can try to trick Avarice in order to 
surprise her, but that should be a relatively difficult feat 
to accomplish, and requires cooperation from all sides, 
as well as some good rolls. You as a DM can request 
either Deception, Persuasion or any other roll which 
fits what your players are trying to do in the 
conversation, while Avarice may roll for Insight in order 
to not be so easily convinced. 

If the players decide to just hand over the artifact, 
Avarice thanks them and makes her escape, leaving Mr. 
Klaus to be untied by the party. Unless any party 
member declares an intent to attack her, she will vanish 
into thin air, leaving behind a cloud of snow, never to be 
seen again. 

If the players decide to fight Avarice, roll initiative and 
start combat against Avarice. If your players manage to 
surprise her, give them a surprise round. 

During the first round in which Avarice can fight, on 
initiative count 20, she slams the staff into the ground, 
as two blue lines shoot through the ground and snake 
their way through the corridor, reaching the wolf 
statues. The party hears low growls, as you can roll 
initiative for two Winter Wolves. 

When the wolves come into view on each of their 
turns, you can show your players the WinterWolfl.png 
and WinterWolf2.png respectively, as they seem to have 
a magical effect added onto them. The wolves, which 
have been previously petrified and turned into statues, 
have now had a Magical nullification effect ascribed on 
them, making them hostile to the party in the process. If 
the players deduce that this is the effect used, they can 
try to undo it, instead of normally fighting the wolves, by 
solving the phrases as such: 


OOOO 
1. [Wise Count Clock] Space Wooden Nerve Live should 
become Counterclockwise Time Would Never Die 
2. Our Neck Breakthrough Ores [Bread Cheese] should become 
Power Can Break Iron Mold 


es 


Depending on how the encounter with Avarice is 
resolved, the adventure can end in one of three ways. 


9. EPILOGUE 


If the players complete the bargain and hand over the 
artifact to Avarice, then free Mr. Klaus, they can clearly 
see disappointment and sadness in his eyes. He lost his 
Staff of Runes, and the chance to study the dwarven 
artifact. He dryly thanks the party, and they return in 
time for the Christmas celebration. Describe the 
following: 
EEE 
With Mister Klaus back, everyone rushes to finish preparing 
for the Christmas celebration. The people of Frostown and 
beyond are joyful, but you and Mr. Klaus all try to hide the 
fact that Avarice got away, being unable to stop her. You can 
only begin to wonder what she may do next. 


es ol 


If the players fight Avarice and lose, she escapes with 

the artifact and the staff. You can describe the following 

to your players: 

SS eeeeeEEE——E———————e—Eeeeee 
As Avarice makes her escape, the fate of Mister Klaus 
remains undecided, as he is not found again. During the 
Christmas celebration, everyone in Frostown is saddened by 
the sudden disappearance of both Mister Klaus and his jolly 
elves. Year after year, they think back on the good times, 
without any idea of what evil lurks just around the corner. 


es fl 


If the players fight Avarice and defeat her, she explodes 
in a puff of snow, dropping the Staff of Runes. As you 
rescue Mister Klaus from his bindings, he profusely 
thanks everyone, making sure each of them know how 
proud he is of them. You can also describe the 
following: 
ee 
As the long night comes to an end, you and Mister Klaus 
return home for a well deserved rest. You wake up just in 
time for Chirstmas to begin, and Frostown is already 
brimming with children from all around the world. 
Happiness can be seen across each and every face, from the 
children, to the adults, even to Mister Klaus and his trusted 
elves. His research shall continue, and you will be 
tremendous helpers, while Avarice will not show herself 
again to cause any more trouble. As this adventure draws to 
a close, more await just around the corner. For now, may you 
have a Merry Christmas! 


rere 
THE END 


